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The All-In-One Illustrator 

It dra'Wsmaints, & prints your high 
resolutionnlustrations with ease. 

Works with , 

Sttelyding touch tablets, joy sticks, light 
pens, mice & professional graphics tablets 






Sophistica^^gatureg,^- 

State-of-th^Art input technology : color 
Tnixiny Ha mate over 200 textur^j^^ 
painting with a variety of brush 
strokes; airbrushina : inserting nv/RlRJiy i^ 
rectangles. Zoom JSfuITijiAbi editing wnne 
yfeuuii ly Ll icf^nl^ s at full scale. Textfont^ 
and pre-drawn shapes are included am 
may be added at any time. A printer dump 
for most dot matrix printer^!? included. 
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Productive Fun 

Includes all the artistic tools needed to 
create striking computer art. So versatile 
that young children are able to use 
it like a coloring bookw^p^histicated 
pnm inh fnr a to use. jM 

Business, Educapm^nd 
the Arts. The possibilities 




BLAZING 'equires an Apple He, He, I 

or comp with 4BK minimum. Inp 

Apple'rsa register ^^il^§14pple Compi 
Baudville provides a limited ninetyoay warranty 
recording media. The warranty does not apply t 
software programs-, which are provided AS IS. 















































fl sampler of the shapes on the disk. 






















































SHAPE LIBRARIES 



Each library contains pre-drawn shapes and text styles for 
numerous applications. These shapes can be used directly from 
your own Applesoft Basic programs or with TAKE 1, BLAZING 
PADDLES, or PIXIT. 


Now available for both the App1e 11 family and Commodore 64* 


For more information see your local dealer or contact BAUDVILLE, 
1001 Medical Park Drive, Grand Rapids, MI 49506 (616) 957-3036. 


Shapes 

& Fonts Science Kid Stuff 


CONTENTS 


CONTENTS CONTENTS 


-TEXT FONT 

CONDENSED 8 
SCRIPT 10 
VERTICAL 10 
SERIF IS 

HELVETICA ITAUC 17 


TYPEWRITERS 
BAUDVILLE 10 
EXTENDED 12 
COMPACT 15 
BLOCK SERIF 20 


«- SPECIAL SHAPE TABLE FONTS 

* BRUSH STROKE 35 * GIANT TITLE 55 


-SHAPE TABLES 

ANIMALS 
ARCHITECTURAL 
BOTANY 
BUILDING 
CITY SET 

CREATIVE SHAPES 
EDUCATION 
ELECTRONIC SYMBOLS 
GAME SET 
GEOMETRIC 
GREEK ALPHABET 


HOUSEHOLD 

ICONS 

INTERIOR DESIGN 
OCEAN SET 
RECREATION 
SPACE SET 
TERRAIN 
TOOLS 

TRANSPORTATION 

TREES 

ZODIAC 


-TEXT FONT 

BOLD 6 VERTICAL 10 


-SliAPE TABLES 

ASTRONOMY 
BRAIN ANATOMY 
BOTANY 
CHEMISTRY 
DIAGRAMMING 
* EAR ANATOMY 
EYE ANATOMY 
FISH 

FLOW CHARTING 


FRUITS 

GREEK ALPHABET 
MATH SYMBOLS 
PLANT CYTOLOGY 
4 SOLAR SYSTEM 
SUBSCRIPTS 
TOOTH ANATOMY 
WATERFOWL 
VEGETABLES 


-HI RES PICTURE FILE 

BRAIN ANATOMY * SOLAR SYSTEM 
* EAR ANATOMY TOOTH ANATOMY 

EYE ANATOMY 


-TEXT FONT 

SOLD 6 HAPPY FONT 

* FUN FONT 

- SPECIAL SHAPE TABLE FONTS 

* BIG LETTERS 4 BLOCK LETTERS 

-SHAPE TABLES 
BUILDING BLOCKS 
CAMP 

CHARACTER ANIMALS 
COMPUTER PARTS 
DOLLS 
DROIDS 
FAMILY 
HOLIDAYS 
MONSTERS 

- HI RES PICTURE FILE 

4 HOLIDAYS * NEIGHBORHOODS 


MUSIC 

NEIGHBORHOOD 

NUMBERS 

PLAYGROUND 

SAND BOX TOYS 

SIGNS 

TIME 

TOY CHEST 


* Tables not included in Commodore 64 version. 
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REASON FOR PURCHASING THIS PROGRAM? 

□ HOME □ BUSINESS □ EDUCATION □ OTHER_ SIGNATURE 
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An Exciting New Collection of Premium Software 


To those of you who are not yet 
familiar with Baudville, we would 
like to introduce ourselves. 

We are dedicated to providing 
premium software at an affordable 
price. We believe that software 
should work the way people do. 
Our software is functional, easy to 
learn, and fun to use. When 
people enjoy what they do, they 
do it better. That’s what 
computing is all about. 

We would like to congratulate our 
staff of designers and 
programmers. The programs listed 
in this catalog are the very best. 

Mike and Bill Darooge 


Baudville Software Is... 


^ Productive 
sEasy To Learn 
is Enjoyable To Use 
^Affordable 


Apple and Commodore are registered trademarks of 
Apple Computer, Inc., and Commodore Electronics, Ltd. 
respectively. Trademarks of the manufacturers of printer 
and input devices supported by our products 
acknowledged. 








































Make Your Own 



Stunning Animation That's 
Fast, Smooth and Flicker Free 


SKILL LEVEL 
Ages 10 and up, 

True Sprite Capability 

Art From Any Source 

Up To 2000 Frames 
Per Scene 

Professional Facies 

Sound Effects 


APPLE #06431 S 59.95 


Computer Movies 


"Until now computer animation was strictly for programmers, or you spent 
a bundle on special sprite hardware. Now TAKE 1 puts you in control, and 
the results are fantastic.” B.D. 

OVERVIEW. 

With TAKE 1 you define animation shapes and movements, “shoot” 
scenes frame-by-frame, add text at any time, then combine the scenes to 
make a complete movie. Animated art may be taken from any source, 
including other graphics utilities. All you have to do is cut out pictures of 
“actors” drawn on the screen. 

TAKE 1 offers variable frame rate, no limits on actor size or movements, 
“windows” that allow background to show through, no color restrictions, 
and advanced frame editing. A typical movie may run 5 to 10 minutes. 
With some disk access it may go up to 20 or 30 minutes. 

TAKE 1 includes an introductory selection of animated objects and 
background scenes. The optional Baudville ANIMATION LIBRARIES have 
professionally designed animation art that you can use in your own 
computer movies. 

SYSTEM REQUIREMENTS AND OPTIONS. 

TAKE 1 runs on any Apple / / c, / / e, / / +, with at least 64K RAM, and 
Applesoft in ROM, and one or two disk drives. 

APPLICATIONS. 

TAKE 1 is a great home entertainment program for creating cartoons and 
home movies. Of course, there are many serious applications for TAKE 1 
including: presentations, demos, industrial education, television, home 
and commercial video, film industry, and the like. 














Without Blazing Paddles... 

Your Mouse Is Just A S queak . 1 


W: 


Create Striking Computer Art 
With The All-In-One Illustrator 


BLAZING o 

PADDLES SPR °" 




SKILL LEVEL . 

Ages 6 and up. 

Supports Pens, Pads, 
And Mice 

Interactive Color Mixing 

Draw, Zoom, Spray, 

And Fill 

Shapes And Text Fonts 
Printer Dump 



APPLE #04401 $49.95 
COMM #04402 $34.95 


“The artist wanted better software. A versatile tool with intuitive 
features. . .software to enhance creativity. We listened, then created 
BLAZING PADDLES. BLAZING is not only for the pros. It’s my 4 year old 
daugher’s favorite program. . .and mom’s too.’’ B.D. 

OVERVIEW. 

it draws, paints, and prints your high resolution illustrations with ease. 
Works with any standard input device. State-of-the-Art input technology 
includes: color mixing to create over 200 exciting colors; painting with a 
variety of brush strokes, airbrushing; ovals, lines, and rectangles. Zoom 
allows pixel editing while viewing the results at full scale. Text fonts and 
pre-drawn shapes are included and may be added at any time. 

SYSTEM REQUIREMENTS AND OPTIONS. 

BLAZING PADDLES runs on any Apple / / c, / / e, 11 +, II with at least 
48K, and Applesoft in ROM, and one or two disk drives. 

Supports the following input devices: Koala Pad, Apple Graphics Tablet, 
Apple Mouse, Tech Sketch Light Pen, and any joystick, or similar paddle 
port device. 

Supports the following printers: Apple DMP, Espon W/Graftrax, Gemini, 
IDS, Imagewriter, Scribe, NEC PCC-8023, Okidata, Panasonic, Prism, and 
Prowriter 8510. Commodore version supports Commodore 1525, Gemini 
10X, Gemini 15X, Epson 80 series, Epson 100 series. 

APPLICATIONS. 

BLAZING PADDLES is ideal for presentation graphics, design and 
layouts, charts and graphs, slides, titles, illustration and program 
development. For home use BLAZING PADDLES is both educational 
and entertaining. Children enjoy endless hours of creative fun with 
BLAZING PADDLES. 



















Discover The Power Of Applesoft Shapes 




Create Shapes Using 
Simple Keystroke Commands 


SKILL LEVEL, 
Ages 3 and up. 

Powerful Shape Maker 
Shape Table Editor 
Slide Show Projector 
Shapes And Text Fonts 
Printer Dump 




‘We introduced PIXIT last fall at the San Francisco Applefest. It has since 
become the educator’s choice for teaching computer graphics.” B.D. 

OVERVIEW. 

Create or modify standard Hi-RES shapes. Combine and edit up to 128 
shapes in one table. Text and pre-drawn shapes are included. Create 
pictures using mixed text and graphics, circles and lines, colorfill, and 
shape tables. PIXIT includes “slide show” that works like a slide projector 
for hi-res pictures. 

A status window displays screen information using standard Applesoft 
terms. Help screens are provided. You may also call PIXIT files in your 
own programs. Instructions are provided. 

SYSTEM REQUIREMENTS AND OPTIONS. 

PIXIT runs on any Apple / / c, / / e, / / +, II with at least 48K and 
Applesoft in ROM, and one or two disk drives. 

PIXIT is recommened for applications where detailed shapes are desired. 
It is an ideal program for teaching computer graphics. Other applications 
include: charts and graphs, program development, slides, and titles. 


APPLE #0132! $49.95 




















Computing Made Easy.. 


SHAPE LIBRARIES 

Each shape library contains pre-drawn shapes and character fonts that 
can be used directly from your own Applesoft Basic programs or for use 
with these Baudville products, 

SHAPES & FONTS #02311 $20 

A general purpose collection of 12 text fonts, and 18 shape tables. 
SCIENCE #03401 $20 

A set of text fonts and shape tables for science, including: astronomy, 
botany, chemistry, anatomy, math, and more, 

KID STUFF #05401 $20 

A selection of text fonts and shape tables for young children, including: 
building blocks, character animals, dolls, toy chest and much more. 


With Supplement 


Software 




ANIMATION LIBRARIES 

Each animation library contains a variety of backgrounds, actors, and 
scenes for use with Take 1. 

ACTORS & ACTIONS #07401 $30 

A fun assortment of actors, actions and scenes. Ideal for learning how 
to do quality animation. 

HEROES & VILLAINS #08401 $30 

A recreational set of fully developed actors, actions and scenes. 
BUSINESS #090401 $50 

A collection of animation art for business, including: moving icons, 
animated charts and graphs, standard introductions, and much more. 
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REGISTRATION BENEFITS 

A Warranty Registration Card is enclosed in this 
package. Please complete and return the Card to 
BAUDVILLE within thrity (30) days. The postage is paid 
for your convenience. Registering your product entitles 
you to the following services: 

— You may obtain a back-up copy of the disk for 
$5.00. 

— Allows you to replace defective products after war¬ 
ranty expires, for a nominal charge. 

— In the event Baudville releases new versions of the 
product, you will be contacted by mail and may be 
eligible to obtain the new version at a discount. 

LIMITED WARRANTY 

BAUDVILLE warrants to the original purchaser only that 
the diskette on which the program is recorded will be 
free of defects under normal use for a period of ninety 
(90) days following date of purchase. If a defect occurs’ 
in the diskette during this period, BAUDVILLE will 
replace the diskette without charge providing you sent 
in the Warranty Registration card within thirty (30) days 
of purchase, or send a dated proof of purchase with 
the diskette. 

The software program and the instructional and 
reference materials are sold “AS IS’’ without warranty, 
either express or implied, including, but not limited to 
the implied warranties of merchantability. The entire risk 
as to the results and performance of this software 
program is assumed by you. 

Some states do not allow the exclusion of implied war¬ 
ranties, so the above exclusion may not apply to you. 
This warranty gives you specific legal rights and you 
may also have other rights which vary from state to 
state. BAUDVILLE’S liability shall not in any case 
exceed the purchase price for the software claimed to 
be defective. 
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COPYRIGHT NOTICE 

© Copyright 1984 BAUDVILLE 
All Rights Reserved 

The software program, package design, and instruc¬ 
tional material are reserved by BAUDVILLE. These 
items are intended for use by the original owner only. 
Except for personal use, they may not be reproduced 
in any medium, or for any other application, without the 
prior written permission of BAUDVILLE. 

Commercial applications involving interstate trade 
require the purchase of a license. 

WARNING: THIS SOFTWARE PROGRAM AND 
MANUAL ARE BOTH PROTECTED BY U.S. COPY¬ 
RIGHT LAW. UNAUTHORIZED REPRODUCTION 
AND/OR SALES MAY RESULT IN CRIMINAL 
PENALTIES. COPYRIGHT INFRINGERS MAY ALSO BE 
SUBJECT TO CIVIL LIABILITY. 

— Apple, Applesoft, Apple Mouse, & Apple Graphics Tablet are registered trademarks of 
Apple Computers, Inc. 

— Scribe is a registered trademark licensed to Apple Computer, Inc. 

— KoalaPad is a registered trademark of Koala Technologies Corporation. 

— All trademarks for printer & interface card manufacturers listed in the programs print 
configuration are acknowledged. 





INTRODUCTION 

WHAT IS BLAZING PADDLES? 

BLAZING PADDLES is a very powerful and easy to use 
drawing program. It allows you to use almost any input 
device to create drawings, diagrams, and text. It is 
easy enough for young children to use like a coloring 
book, yet sophisticated features are included for the 
serious computer artist. 

EQUIPMENT REQUIREMENTS 

• An Apple lie, lie, II + , II or compatible computer 
with 48K minimum and Applesoft. 

• One or two disk drives. 

• A color monitor or TV is preferred, but a 
monochrome monitor will work fine. 

• One of the following input devices (properly 
connected): 

(1) Mouse 

(2) Graphics Tablet 

(3) Touchpad (KoalaPad or equivalent) 

(4) Joystick, trackball, or similar paddle port device 

(5) Light pen 

• A printer is optional. You can get a printout of your 
picture with most types of printers. 
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GETTING STARTED 


Before running the program, make sure your input 
device is properly connected. Carefully follow the 
installation directions supplied with the device. Make 
sure the power is OFF before connecting anything to 
your computer. 

Next place the BLAZING PADDLES disk in drive 1 
(label facing up), and turn the computer on. When the 
drive stops spinning, you will see the following display 
on your monitor screen: 



USE ARROW KEYS TO 
SELECT INPUT DEU‘~ 


ili 


APPLE GR TABLET 
TOUCHPAO 


At the bottom of the screen is a menu of the various in¬ 
put devices. The left and right arrow keys are used to 
make a choice from this menu. Press the right arrow 
key to highlig ht the n ext selection on the menu. 

key to move backward 


Press the left arrow C 


through the menu. When the device you are using is 
highlighted, press 1 return ) to run the program. 

The disk will run for a few moments and then the main 
menu will appear. Since each input device is operated 
differently, you will have to learn the following techni¬ 
ques for your device: 


Flow to move the “cursor” around the screen. 




Getting Started 5 

































• How to draw and select menu items using the 
“ACTION BUTTON.” 

• How to delete actions using the “UNDO BUTTON. 


Note: Light pens require special techniques. If you 
are using a light pen, refer to the chapter on 
LIGHT PENS. 

MOVING THE CURSOR 

The cursor is a small flashing marker that indicates your 

position on the screen. 

• MOUSE— Move mouse to position cursor on the 
screen. Cursor can be moved off the screen by 
moving the mouse until the cursor disappears. 

• TOUCHPAD— Place stylus or finger on the pad to 
position cursor on the screen. Lift stylus off pad to 
take cursor off the screen. 

• GRAPHICS TABLET— The “screen” area is the 
lower 2/3 of the tablet. Touch the pen lightly on the 
surface of the tablet to position the cursor on the 
screen. Place the pen near the top of the tablet to 
move cursor off the screen. 

• JOYSTICK and other paddle port devices—Move 
joystick to position cursor. Move to the upper left 
corner to move cursor off the screen. 


6 Getting Started 
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ACTION BUTTON 

The ACTION BUTTON is used when you want to make 

a menu selection or draw something on the picture: 

• MOUSE— The mouse button is the ACTION 
BUTTON. 

• TOUCHPAD— There are two buttons on the 
touchpad. The left button is the ACTION BUTTON. 

• GRAPHICS TABLET— The ACTION BUTTON is 
the point of the pen. When you press down on the 
pen so that the point retracts, you activate the 
ACTION BUTTON. 

• JOYSTICK or paddle port device—There are two 
buttons. The left button (or button 0) is normally the 
ACTION BUTTON. Some joysticks may have a dif¬ 
ferent layout so you may have to experiment to find 
out which button to press. 


UNDO BUTTON 

The UNDO BUTTON is used to remove the last item 
placed on the picture. This allows you to try things out 
before they become a permanent part of the picture. 
The I esc 1 key on the keyboard is used for the UNDO 
BUTTON. If you are using a device with two buttons 
(touchpad, joystick, etc.), the second button becomes 
the UNDO BUTTON. 

' 
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THE MAIN MENU 



The Main Menu contains each of the program functions 
shown as a square with a title and an icon that sym¬ 
bolizes the function. To choose the menu item you 
want, simply move the cursor to the desired icon and 
press the ACTION BUTTON. 

Once you have selected one of the drawing routines, 
you can get back to the Main Menu at any time by 
pressing the I space ) bar on the keyboard. You can also 
move the cursor off the drawing screen (see MOVING 
THE CURSOR) and then press the ACTION BUTTON to 
return to the Main Menu. 

In the center of the Main Menu is a window that shows 
part of the current picture while you are making a 
menu selection. 


CLEARING THE SCREEN 


CLEAR 

if 


Move the cursor to the CLEAR icon and 
press the ACTION BUTTON. A menu of 
background colors will appear in the 
center of the screen: 


8 The Main Menu 
























Select a color from the menu by moving the cursor 
inside one of the colored squares and press the button. 
This will erase the current picture. 

If you wish to exit the CLEAR menu without erasing the 
picture, move the cursor off the screen and press the 
ACTION BUTTON, or press the ( space j bar on the 
keyboard. 


THE BRUSH SET 

At the bottom of the Main Menu are the seven different 
brush strokes used in the draw routines: 



The current brush selected is highlighted with a heavy 
purple border. To change brushes, move the cursor to 
the desired brush and press the ACTION BUTTON. The 
extra-fine (single dot) brush works best with white on a 
black background or black on a white background. 
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COLOR SELECTION 

Over 200 colors and textured hues are 
available with the unique color mixing 
palette. The current color selected 
appears inside the COLOR icon square. 

• To change color, move the cursor to the COLOR 
icon and press the ACTION BUTTON. The color 
menu will appear with eight primary colors (the 
standard Apple colors) and six textured hues: 


COLOR 


1 

ill 




• Primary colors or textured hues are selected by 
moving the cursor to the desired color and pressing 
the button. 

• For each primary color selected, a new set of 
textured hues will appear in various shades of the 
primary color. 

• Any two primary colors can be mixed by moving the 
cursor to the MIX box at the bottom right corner of 
the menu and pressing the button. You will be 
prompted to select two primary colors. When this is 
done, a mixture of these colors will appear in the 
COLOR icon, and six new textured hues in different 
shades of the mixed color will be available. 

When desired color is in the COLOR icon, move the 
cursor to the COLOR icon and press ACTION 
BUTTON to get back to Main Menu. 

Note: Some peculiar things happen when certain 
colors are placed next to each other. See the 
Apple Hi-res Color Primer in this manual for more 
details. 
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THE DRAWING ROUTINES 
IN DETAIL 

Once you have cleared the screen and selected a 
brush color, you are ready to start drawing. To get to 
the drawing screen, choose one of the draw icons from 
the Main Menu. The menu will disappear leaving the 
entire screen available for drawing. 


SKETCH 



This is the freehand draw mode. 


• Place cursor where you want to start drawing. Hold 
down the ACTION BUTTON and draw. Release 
button to stop drawing. 

• To undo last line drawn, move cursor off screen 
and press UNDO BUTTON before starting another 

line. 

• To return to the Main Menu, move cursor off screen 
and press ACTION BUTTON. 


DOTS 


Draw single dots. 


• Position cursor and press ACTION BUTTON. A dot 
will appear shaped like the currently selected brush. 

• To undo last dot drawn, move cursor off screen 
and press UNDO BUTTON. 

• To return to menu, move cursor off screen and 
press ACTION BUTTON. 
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Draw individual straight lines. 


LINE 



• Position cursor at one end of line to be drawn, then 
press ACTION BUTTON and release. 

• As you move around the screen, a flashing line (like 
'a stretched rubber band) will reach from the 
starting point and follow the movement. 

• Press ACTION BUTTON again to “plant” the line. 
The cursor will reappear. 

• To “unhook” the flashing line without planting it, 
move off screen and press ACTION BUTTON once. 

• To undo last line drawn, move cursor off screen 
and press UNDO BUTTON. 

• To return to menu, move cursor off screen and 
press ACTION BUTTON twice. 


Draw connected straight lines. 


• Position cursor at end of first line to be drawn, then 
press ACTION BUTTON and release. 

• A rubberband line will follow your movement as in 
the LINE routine. 

• Press ACTION BUTTON again to plant the line. A 
new rubberband line will stretch from the end of the 
last line drawn. Press ACTION BUTTON again to 
plant the second line, etc. 

• To unhook the rubberband line, move off screen 
and press ACTION BUTTON once. The cursor will 
reappear. 

• To undo the last line, move cursor off screen and 
press UNDO BUTTON. 
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• To return to menu, move cursor off screen and 
press ACTION BUTTON twice. 


OVAL 


Draw outline circles and ellipses. 


• Place the cursor at the center of the circle or ellipse 
to be drawn, then press ACTION BUTTON and 
release. 


• Now when you move around the screen, a flashing 
ellipse will follow the movement instead of the 
cursor. As you move up or down, the ellipses will 
be tall and narrow. Moving sideways will make 
short and wide ellipses. To get circles, move 
diagonally from the starting point. 

• When you get the ellipse the size and shape you 
want, press the ACTION BUTTON again to plant it 
on the screen. 

• To undo the last ellipse drawn, move off the screen 
and press the UNDO BUTTON. 

• To unhook the flashing ellipse, move off screen and 
press ACTION BUTTON once. 

• To return to menu, move off screen and press 
ACTION BUTTON twice. 


Draw solid color filled circles and 
ellipses. 


• Follow directions for OVAL. 


OVAL 2 

'■II' 


BOX 


Draw rectangular and square box outlines. 


• Position cursor at one corner of box, then press 
ACTION BUTTON and release. 
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• When you move around the screen, a flashing 
rectangle will follow the movement. 

• Press ACTION BUTTON again to plant the box on 
the screen. 

• To undo last box drawn, move cursor off screen 
and press UNDO BUTTON. 

• To unhook flashing rectangle, move off screen and 
press ACTION BUTTON once. 

• To return to menu, move cursor off screen and 
press ACTION BUTTON twice. 


Draw solid color filled boxes. This routine 
is handy for erasing large areas of the 
screen. 


• Follow directions for BOX. 



Add text to the picture. The style of text 
can be changed by loading a different 
Character Set from the disk. 


• Place the cursor where you wish the line of text to 
begin and press ACTION BUTTON. A flashing text 
prompt will replace the cursor. 

• Type the line of text directly from the keyboard. 

• Release the caps-lock key on the APPLE lie and lie 
to get lower case text. On the APPLE 11+ and II, 
the right-arrow (—-I key is used as a caps-lock. 
Press the (—■») key once for lower case (a smaller 
flashing text prompt will indicate lower case). Press 
the I— 1 H key again to return to upper case. 

• Use the left-arrow H—I key as a back space to 
delete unwanted characters. Press the ( return ) key 
when the text line is complete. 
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. This line of text may be repositioned b Y * he 

cursor to a new location and pressing the UNDO 
BUTTON This must be done immediately after 
placing the line of text on the screen. When using a 
touch tablet or graphics tablet, the stylus must be 
on the pad to reposition the text. 

• To undo the last line of text, move cursor off the 
screen and press the UNDO BUTTON. 

• To return to menu, move cursor off the screen and 
press ACTION BUTTON. 


This is the Cut and Paste feature, it is very 
handy for moving a part of the picture or 
copying it like a rubber stamp. When you 
select the WINDOW icon from the main 
menu, the CUT and PASTE options will appear in the 
center of the screen. Here is ho.w they work. 


j * 

Is 6 1 

\ CUT 

paste : 


SELECT hihdoh option 


WINDOW 


CU T— This is used to clip a portion of your picture by 
placing a frame around the area you want. The 
contents of this frame is called a “Window and is 
stored in a separate part of memory. Once a window 
has been dipped, it can be moved around the screen,^ 
copied repeatedly, or even saved to disk and pasted 
later to a different picture. Note: The largest Window 
that may be dipped at one time is approximately 
the total screen area. 


• Select the CUT option from the WINDOW menu. 

. Move the cursor to one corner of the area you want 
to dip and press the ACTION BUTTON and 
release. 
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• As you move around the screen, a “shimmering” 
rectangle will follow the movement. This is the 
Window box. 

• Position the Window box so that it completely 
frames the area you want to cut and press the 
ACTION BUTTON and release. The shimmering 
Window box will stay on the screen to show that 
the clipped area has been stored in memory. The 
window will remain in memory (even if the screen is 
cleared) until a new window is clipped or loaded 
from the disk. I 

• When the window has been cut you will auto¬ 
matically be in the PASTE mode. Now you can 
either copy the window to another part of the 
picture, or return to the main menu and use the 
window later. 

PASTE— This is used to copy or duplicate the image in 

the Window buffer. 

• In the Paste mode, the cursor becomes a pointing 
hand. 

• Place the pointer to the place where you want to 
copy the window and then hold down the ACTION 
BUTTON. The window will appear at the end of the 
hand and can be moved around the screen as 
long as the button is held down. 

• When the window is where you want it, release the 
button to paste it to the picture. 

• The last window pasted to the screen can be 
repositioned by moving the pointer to the new 
location and pressing the UNDO BUTTON. When 
using a touch tablet or graphics tablet, the stylus 
must be on the pad to reposition the window. 

• To undo the last paste, move cursor off the screen 
and press the UNDO BUTTON. 

• To return to the menu, move cursor off screen and 
press ACTION BUTTON. 
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kuAPEs ' l BLAZING PADDLES comes with a library 
of pre-drawn shapes which can be added 
,-7 r" er T^ ta to your picture. The selection of shapes 

V _I can be changed by loading a different 

shape table from the disk. When the SHAPES icon is 
selected from the main menu, the Shape Options menu 
will appear in its place: 



The upper area of this screen shows the current shape 
and the bottom pari of the screen has several options 
to change or modify the shape. 

• To scan through the available shapes, move the 

cursor to the SHAPE NUMBER box and press the 
ACTION BUTTON. The next shape in .the table will 
appear above. The (— ) and ( -bJ keys can also 

be used to scan backward or forward through the 
shape table. 

• To rotate the shape, move the cursor to the 
ROTATE box and press either button. The ACTION 
BUTTON will rotate clockwise and the UNDO 
BUTTON will rotate counterclockwise. 

• To change a shape to its mirror image, move the 
cursor to FLIP and press the ACTION BUTTON. 
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• XDRAW and DRAW—When you add shapes to the 
picture, you will find that sometimes the 
background cancels part of the shape. This is a 
property of the XDRAW mode. When you change 
to the DRAW mode, there are no more 
cancellations. To switch back and forth between 
DRAW and XDRAW, move the cursor to XDRAW 
and press the ACTION BUTTON. 

• A shape can be drawn in the standard Apple colors 
shown. The current color selection is indicated by a 
number in one of the colored squares. To change 
shape color, move the cursor to the desired color 
and press the ACTION BUTTON. Color selected will 
not affect shapes in the XDRAW mode. 

• When you are ready to add the shape to your 
picture, select PICTURE from the menu options. 

• Place the cursor where you want to draw the shape 
and then hold down the ACTION BUTTON. The 
shape will appear on the screen and be moved 
around as long as the button is held down. 

• When the shape is where you want it, release the 
button to plant it to the screen. 

• The shape can be repositioned by moving the 
cursor to the new location and pressing the UNDO 
BUTTON with the stylus on the pad. When using a 
touch tablet or graphics tablet, the stylus must be 
on the pad to reposition the shape. 

• To undo the last shape, move cursor off the screen 
and press UNDO BUTTON. 

• To return to the shape options menu, move the 
cursor off screen and press ACTION BUTTON. 

• To return to the main menu, select MENU from the 
shapes options menu. 
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This gives you a magnified view of a small 
area of the picture and allows you to edit 
fine details. When you select ZOOM from 
the main menu your picture will appear 
with a large box at one side of the screen. This is the 
ZOOM lens. When the cursor is placed on the screen, 
a smaller flashing rectangle will appear on your 
picture. Each dot or pixel inside the small rectangle is 
magnified in the ZOOM lens. 

• As the stylus or mouse is moved around, a cursor 
will follow inside the ZOOM lens. 

• When you move the cursor to the edge of the 
ZOOM lens, a message will appear at that edge— 
MOVE UP, MOVE DOWN, MOVE LEFT, or MOVE 
RIGHT. 

• To turn individual pixels on or off, move the cursor 
to the desired pixel inside the ZOOM lens and 
press the ACTION BUTTON. 

• To change the color of a pixel, move the cursor to 
that pixel and press the UNDO BUTTON. Note that 
nearby pixels may also change color. This is due to 
the way Apple colors are mapped on the screen. 

• To move the small box to a different part of the 
screen, move the cursor toward the edge of the 
ZOOM lens in the direction you wish to move. 

When the message appears at the edge of the 
ZOOM lens, press the ACTION BUTTON and the 
small box will move. There are two move speeds. 
The slowest is when the cursor is just over the edge 
of the ZOOM lens. 

• To return to menu, move cursor off screen and 
press ACTION BUTTON. 


ZOOM 
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Creates an airbrush effect by "spraying” 
color onto the screen. This is used for 
shading and blending one color into 
another. 

• Follow directions for SKETCH. As you go over the 
same spot, the color becomes thicker. 


Colorfill an enclosed area of the picture. 
Any area that is already filled with a 
primary color can be refilled with another 
color (including black). The fill may leak 
out of an area that is not completely enclosed. Areas 
that are colored with textured hues will not always 
accept colorfill. 

• Position cursor inside of area to be filled and press 
ACTION BUTTON. 

• To undo last colorfill, move cursor off screen and 
press UNDO BUTTON. 

• To return to menu, move cursor off screen and 
press ACTION BUTTON. 

NOTE: Because of very tight memory allocation, the 
image stored in the window buffer may be 
destroyed when you load a very large shape table 
and vice versa. Normally this will not occur using 
shape tables from the Baudville Shape libraries. 


FILL 

dl? 


SPRAY 
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THE DISK STORAGE 
ROUTINES 


When you select DISK from the main menu, the DISK 
UTILITY MENU will appear. This is where you load and 
save files to the disk. If you have a 48k Apple, the 
program disk must be in disk drive 1 to access the 
DISK UTILITY MENU. 



DISK UTILITY MENU 


MiaaMOiiB 

LOAD PICTURE 

load shape table 

LOAD CHARACTER SET 
LOAD WINDOW 
SAUE WINDOW 
CHANGE DISK DRIVE 1 
CATALOG DISK. 

FORMAT DATA DISK . 
RETURN TO PICTURE 


USE ARROW KEYS AND [RETURN] TO SELECT 

: : . • ■ ! ! M :: ■■ . • • !§ 

. -- 


To make a selection from the menu, simply press 
thfi (z=) or keys until the desired option is 
highlighted and then press ( return). If you accidently 
select the wrong menu option or dec ide n ot to load a 
file from the disk, you can press the (M3 key to safely 
back out of a menu selection. 


SAVING A PICTURE— You must have a formatted data 
disk to save your picture. If you do not have one, follow 
directions for FORMAT DATA DISK. Always be careful 
to save any work that you don’t want to lose before 
starting a new picture. 


• If you are using a single disk drive, remove the 
program disk and insert your data disk. 


Saving A Picture 
















• If you are using two drives, leave the program disk 
in Drive 1 and insert your data disk in Drive 2. 

. If your data disk is in Drive 2, use the ar row keys to 
select CHANGE DISK DRIVE and press (retu rn). 

• Move the inverse selection bar to SAVE PICTURE 
and press I return j. 

. Type a name (up to 20 characters) for the picture 
and press (. return). 


LOADING FILES FROM THE DISK-The procedure 
for loading Pictures, Character Sets (fonts), Shape 
Tables, and Windows is the same. A convenient load 
routine automatically searches the disk and displays a 
list of available files. You never have to type a filename 
when loading files from the disk. 

• When you select one of the LOAD options from the 
menu, the program will scan the disk and then 
display a list of filenames at the bottom of the 
screen. 

• Use the arrow keys to “scroll” through the list until 
the desired name is highlighted and then press 

f return I to load that file. 

NOTE: You can load pictures and shape tables 
from other graphics programs by simply adding a 

prefix to the filename. See WHAT'S IN A FILE¬ 
NAME for the details. 


SAVING A WINDOW— If you have clipped a Window 
from your picture, it can be saved for later use by 
selecting the SAVE WINDOW option and following 
directions for saving pictures. 

QAJALOG—This option will display a catalog listing of 
all the files on a disk. 
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FORMAT DATA DISK— Before any files can be saved 
to a new disk, it must be formatted. 

• Remove the program disk. 

• Insert the new data disk to be formatted. 

• Select the FORMAT DATA DISK option. 

• Just to be sure, you will be asked if you really want 
to format. Press the CD key for yes. The disk will 
spin for a few moments while formatting. 

WARNING: Formatting a disk will destroy any files 
that were previously on it. Make sure you don't 
accidently format a valuable data disk or the 
program disk. 


RETURN TO PICTURE— When you are finished with 
the disk utilities, select this option to get back to the 
main menu. If you have a 48k Apple, the program disk 
must be in Drive 1. 


WHAT’S IN A FILENAME— When you save a picture 
to the disk, a prefix is automatically added to the 
filename you type. This is done so that BLAZING 
PADDLES can identify the different types of files. Do a 
catalog listing of the BLAZING PADDLES program disk 
to see how this works. The following convention is used 
for filename prefixes: 

PI. Hi-res picture 

ST. Shape table 

CS. Character set 

Wl. Window 

If you want to load a picture from another program, you 
must first rename the picture file to include the “PI.” 
prefix. For example, if you have a picture called 


Format Data Disk 23 







HOUSE from another program, you would have to 
rename it “PI.HOUSE” to use it in BLAZING PADDLES. 
Shape tables must have the “ST.” prefix before they 
can be loaded. 
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PRINTING YOUR PICTURES 


The printer routine will produce a full-page printout with 
a choice of black dots on a white background or white 
dots on a black background. Most of the popular 
printers and interface cards are supported. The printer 
interface card must be in Slot 1. 

When you select PRINTER from the main menu, the 
PRINTER GRAPHICS DUMP menu will appear. 



If the printer and interface match your system, press 
CD for “yes.” If they are not correct, press CD for 
“no” and a PRINTER SELECTION menu will appear. 
Select your printer and interface card from this menu. 
This configuration will remain in memory until you quit 
the program. 

Once you have selected the proper printer and 
interface you will be asked to choose BLACK DOTS or 
WHITE DOTS. Make sure your printer is turned on and 
ready to print or the program will hang with a “TURN 
PRINTER ON” message. Once the printout has started, 
you can press the ( esc ) key to stop the printout. 
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APPLE HI-RES 
COLOR PRIMER 


You may have noticed some peculiar things happen to 
colors when drawing on the Apple hi-res screen. For 
example, when you try to draw a thin green diagonal 
line on a red background, you wind up with a line of 
green blocks across the screen. Or you might select a 
tree from the shape library and find that the leaves 
come out green or purple depending on where you 
place it on the screen. These peculiarities are a result 
of the Apple color mapping system. Understanding this 
system will help you get the most out of BLAZING 
PADDLES. 

The high-resolution (or hi-res) graphics screen consists 
of 192 horizontal lines, each of which may contain up 
to 280 distinct dots. These dots are also called 
“pixels.” Pictures or images are formed by lighting up 
certain pixels on the screen. One way of visualizing this 
is to think of the hi-res screen as an electronic bill¬ 
board made up of a grid or matrix of tiny lights. 

Placing an image on the billboard is simply a matter 
of turning on the right lights. If you wanted the image 
in color, you would place colored lamps in the 
appropriate places. 

The Apple hi-res screen displays colors in much the 
same manner. Each pixel or dot that is lit has a color, 
but there are restrictions on which color a particular dot 
may display. There are actually only four colors 
available; purple, green, blue, and orange. These are 
the primary colors. All of the other colors on the Apple 
are produced by combining these four. Each individual 
dot can be displayed in two colors. Odd numbered 
dots on a line may be either green or orange. Even 
numbered dots may be either purple or blue. This is 
why the leaves on the tree shapes come out green or 
purple (depending on whether the lit pixels are on odd 
or even dots). 
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When two or more adjacent dots on a line are lit, the 
colors blend to form whites or pastels. If you use 
ZOOM to examine different colors, you will see how 
over 200 hues can be obtained by using textured 
patterns of the original four pixel colors. What appears 
to be solid blue on the screen turns out to be 
alternating pixels of blue and black when magnified. 

The primary colors are arranged in two color groups. 
Purple and green form one group. Blue and orange 
form another group. Due to the way the colors are 
mapped on the hi-res screen, plotting a dot from one 
color group may cause nearby dots of the opposite 
color group to change color. This property is called 
“clashing” and it is one of the unavoidable realities of 
Apple graphics. 

It is possible, how.ever, to minimize color clashing by 
carefully selecting colors. The COLOR menu is 
arranged so that one group of primary colors is on the 
top row and the other group is on the bottom row. 
Colors and textured hues from the same group will not 
clash. If you get clashing with mixed colors from 
opposite color groups, try mixing the colors in the 
opposite order. 

If this all sounds a bit complicated, don’t worry about it 
too much. The best way to learn is through practice 
and experimentation. You can always “undo” things 
that you don’t like. Accidents often turn out to be better 
than intentions. There are even times when color 
clashing will actually enhance a picture by making 
certain features stand out. 
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USING A LIGHT PEN 


After you select the LIGHT PEN option from the device 
menu, you will have to tell the program which slot the 
light pen card is in. Use the (*—) or (—►) keys to set 
the slot number and press ( return ) . 

Next you will have to "calibrate” the pen. A vertical line 
will appear near the left edge of the screen. Place the 
pen left of this line (at the extreme edge of the screen) 
and move it slowly to the right (toward the line). When 
you reach the line you will hear a click and the line will 
disappear. A new line will appear near the top of the 
screen. Place the pen above this line and move it 
slowly downward. When you reach the line you will 
hear a second click and the main menu will appear. 

It is recommended that you always start with a white 
background when using the light pen. The reason is 
that the light pen requires light on the screen to read its 
position. 

The cursor for the light pen covers the full height and 
width of the screen. The current cursor location is the 
point where the two cursor lines meet. The cursor 
cannot be moved off the screen as with the other 
devices. When you pull the pen away from the screen 
the cursor will remain stationary. 

• The ACTION BUTTON for the light pen is the 

[ space ) key. In the SKETCH and SPRAY routines, 
press the I space ) key once to start drawing. The 
drawing will continue until you press I space ] again. 

• The UNDO BUTTON is the flscT key. 

• To return to the main menu from the drawing 
routines, press the I return ] key. 

• To "unhook” rubberband lines, boxes, ovals, etc., 
press the CD key. 
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The ZOOM feature works differently with the light pen. 
When you select ZOOM from the main menu, the 
picture will appear. Move the c ursor to the location you 
want to magnify and press the bar. The area 

around the cursor will appear on the screen magnified 
so that each pixel is a small rectangle. 


• To turn individual pixels on or off, move th e cursor 
to the desired pixel and press the (spaceJ bar. 

• To change the color of a pixel, move the cursor to 
that pixel and press the CUD key. 

• To return to the unmagnified picture, press the 
( return ) key. 

• To reposition text, shapes and windows, press GD- 
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